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1
SYSTEM AND METHOD FOR PROVIDING A
CUSTOMIZED USER EXPERIENCE BASED
ON A SPEND FREQUENCY OF A USER

FIELD

The disclosure relates to providing a customized user
experience based on a spend frequency of a user in an online
game.

BACKGROUND

Various techniques for providing a fixed set of data
relating to the operation, administration, and/or performance
of a virtual world are known. The display of metrics relating
to a player’s interaction with and performance in an online
game is also known. Conventional systems, however, suffer
from various drawbacks and inefficiencies relating to dif-
ferentiating users in an online game or a virtual world based
on frequency and amount of spending. For example, con-
ventional systems may fail to enable the comparison, dis-
play, and differentiated treatment of users that spend in an
online game at a certain frequency and amount.

SUMMARY

One aspect of the disclosure relates to providing a cus-
tomized user experience based on a spend frequency of a
user in an online game. The users may be segmented based
on a spend frequency associated with the user. A spend
frequency may comprise an amount of purchases made by a
user in a predetermined time period. The purchases made by
the user in the online game may comprise purchases of
virtual items made with virtual currency, purchases of real
goods made with virtual currency, purchases of virtual items
made with real currency, purchases of real goods made with
real currency, a combination thereof, and/or other types of
purchases.

A system configured to facilitate providing a customized
user experience based on a spend frequency of a user in an
online game may include one or more processors configured
to execute compute program modules. The program mod-
ules may comprise a space module, a user selection module,
a customer service module, and/or other modules.

A space module may be configured to execute an instance
of a virtual space, and to implement the instance of the
virtual space to facilitate participation by the one or more
users in the online game within the virtual space by deter-
mining view information from the instance and transmitting
the view information to one or more client computing
platforms associated with the one or more users that facili-
tate presentation of views of the virtual space to the one or
more users by the one or more client computing platforms.

A user selection module may be configured to form at
least a first segment of users and a second segment of users
from one or more users of the online game based on a spend
frequency of the one or more users of the online game.

A customer service module may be configured to provide
one or more types of customer service to respective one or
more segments of users. For example, the customer service
module may be configured to provide a first customer
service to the first segment of users and provide a second
customer service different from the first customer service to
the second segment of users.

In some implementations, a method of providing a cus-
tomized user experience based on a spend frequency of a
user in an online game may comprise: executing an instance
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of a virtual space; implementing the instance of the virtual
space to facilitate participation by the one or more users in
a game within the space by determining view information
from the instance and transmitting the view information to
one or more client computing platforms associated with the
one or more users that facilitate presentation of views of the
virtual space to the one or more users by the one or more
client computing platforms; forming at least a first segment
of'users and a second segment of users from the one or more
users based on a spend frequency of the one or more users,
a spend frequency representing an amount of purchases
made by a user in a predetermined time period; and provid-
ing a first customer service to the first segment of users and
a second customer service different from the first customer
service to the second segment of users.

In some implementations, a non-transitory electronic stor-
age media may store information related to providing a
customized user experience based on a spend frequency of
a user in an online game. The stored information may
comprise: a memory configured to store information related
to the one or more users of an online game; and instructions
configured to cause a client computing platform to: execute
an instance of a virtual space; implement the instance of the
virtual space to facilitate participation by the one or more
users in the online game within the virtual space by deter-
mining view information from the instance and transmitting
the view information to one or more client computing
platforms associated with the one or more users that facili-
tate presentation of views of the virtual space to the one or
more users by the one or more client computing platforms;
form at least a first segment of users and a second segment
of users from the one or more users based on a spend
frequency of the one or more users, a spend frequency
representing an amount of purchases made by a user in a
predetermined time period; and provide a first customer
service to the first segment of users and a second customer
service different from the first customer service to the second
segment of users.

These and other features, and characteristics of the present
technology, as well as the methods of operation and func-
tions of the related elements of structure and the combina-
tion of parts and economies of manufacture, will become
more apparent upon consideration of the following descrip-
tion and the appended claims with reference to the accom-
panying drawings, all of which form a part of this specifi-
cation, wherein like reference numerals designate
corresponding parts in the various figures. It is to be
expressly understood, however, that the drawings are for the
purpose of illustration and description only and are not
intended as a definition of the limits of the invention. As
used in the specification and in the claims, the singular form
of “a”, “an”, and “the” include plural referents unless the
context clearly dictates otherwise.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 illustrates an exemplary system configured to
provide a customized user experience based on spend fre-
quency of a user in an online game, according to an aspect
of the invention.

FIG. 2 illustrates an exemplary method of providing a
customized user experience based on spend frequency of a
user in an online game, according to an aspect of the
invention.

DETAILED DESCRIPTION

FIG. 1 illustrates a system 10 configured to provide a
customized user experience based on a spend frequency of
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a user in an online game. In some implementations, system
10 may include a game server 12. The game server 12 may
host a game space in which an online game takes place. The
game server 12 may be configured to communicate with one
or more client computing platforms 14 according to a
client/server architecture. The users may access system 10
and/or the virtual space via client computing platforms 14.

The game server 12 may be configured to execute one or
more computer program modules. The computer program
modules may include one or more of a user module 18, a
space module 20, an interaction module 22, a relationship
module 24, a network module 26, a user selection module
28, a customer service module 30, and/or other modules.

The user module 18 may be configured to access and/or
manage one or more user profiles and/or user information
associated with users of the system 10. The one or more user
profiles and/or user information may include information
stored by game server 12, one or more of the client com-
puting platforms 14, and/or other storage locations. The user
profiles may include, for example, information identifying
users (e.g., a username or handle, a number, an identifier,
and/or other identifying information) within the virtual
space, security login information (e.g., a login code or
password), virtual space account information, subscription
information, virtual currency account information (e.g.,
related to currency held in credit for a user), relationship
information (e.g., information related to relationships
between users in the virtual space), virtual space usage
information, demographic information associated with
users, interaction history among users in the virtual space,
information stated by users, purchase information of users,
browsing history of users, a client computing platform
identification associated with a user, a phone number asso-
ciated with a user, and/or other information related to users.

Space module 20 may be configured to implement the
instance of the virtual space executed by the computer
modules. The instance of the virtual space may reflect the
state of the virtual space. The instance of the virtual space
may be used to push state information to clients for imple-
mentation on the clients, may be used to verify state infor-
mation generated on clients executing expressions of the
instance locally, and/or for other purposes. State information
may include information about the state of the virtual space
such as, without limitation, position information of one or
more objects, topography information, object status/shape
information, battle information, score information, user or
character progress information, user inventory information,
progress information for one or more activities or actions,
view information describing a view of the virtual space,
and/or other information that describes the state of the
virtual space.

Expressions of the instance executed on the clients facili-
tate presentation of views on the clients of the virtual space.
Expressions of the instance executed on the clients may be
configured to simply present views of the virtual space based
on the state information (e.g., via streaming view informa-
tion, object/position information, and/or other state infor-
mation) received from space module 20. Expressions of the
instance executed on the clients may include space logic that
effectively provides for execution of a limited version of the
instance on a client that is synchronized and/or verified with
state information received from space module 20. The view
presented on a given client may correspond to a location in
the virtual space (e.g., the location from which the view is
taken, the location the view depicts, and/or other locations),
a zoom ratio, a dimensionality of objects, a point-of-view,
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and/or view parameters. One or more of the view parameters
may be selectable by the user.

The instance of the virtual space may comprise a simu-
lated space that is accessible by users via clients (e.g., client
computing platforms 14) that present the views of the virtual
space to a user. The simulated space may have a topography,
express ongoing real-time interaction by one or more users,
and/or include one or more objects positioned within the
topography that are capable of locomotion within the topog-
raphy. In some instances, the topography may be a 2-di-
mensional topography. In other instances, the topography
may be a 3-dimensional topography. The topography may
include dimensions of the space, and/or surface features of
a surface or objects that are “native” to the space. In some
instances, the topography may describe a surface (e.g., a
ground surface) that runs through at least a substantial
portion of the space. In some instances, the topography may
describe a volume with one or more bodies positioned
therein (e.g., a simulation of gravity-deprived space with
one or more celestial bodies positioned therein). The
instance executed by the computer modules may be syn-
chronous, asynchronous, and/or semi-synchronous.

The above description of the views of the virtual space
determined from the instance executed by space module 20
is not intended to be limiting. The virtual space may be
presented in a more limited, or more rich, manner. For
example, views of the virtual space may be selected from a
limited set of graphics depicting an event in a given place
within the virtual space. The views may include additional
content (e.g., text, audio, pre-stored video content, and/or
other content) that describes particulars of the current state
of the place, beyond the relatively generic graphics. For
example, a view may include a generic battle graphic with
a textual description of the opponents to be confronted.
Other representations of individual places within the virtual
space are contemplated.

Within the instance of the virtual space executed by space
module 20, users may control characters, objects, simulated
physical phenomena (e.g., wind, rain, earthquakes, and/or
other phenomena), and/or other elements within the virtual
space to interact with the virtual space and/or each other. The
user characters may include avatars. As used herein, the term
“user character” may refer to an object (or group of objects)
present in the virtual space that represents an individual user.
The user character may be controlled by the user with which
it is associated. The user controlled element(s) may move
through and interact with the virtual space (e.g., non-user
characters in the virtual space, other objects in the virtual
space). The user controlled elements controlled by and/or
associated with a given user may be created and/or custom-
ized by the given user. The user may have an “inventory” of
virtual goods and/or currency that the user can use (e.g., by
manipulation of a user character or other user controlled
element, and/or other items) within the virtual space.

The users may participate in the instance of the virtual
space by controlling one or more of the available user
controlled elements in the virtual space. Control may be
exercised through control inputs and/or commands input by
the users through client computing platforms 14. The users
may interact with each other through communications
exchanged within the virtual space. Such communications
may include one or more of textual chat, instant messages,
private messages, voice communications, and/or other com-
munications. Communications may be received and entered
by the users via respective client computing platforms 14.
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Communications may be routed to and from the appropriate
users through game server 12 (e.g., through space module
20).

The interaction module 22 may be configured to monitor
interactions of the users with the virtual space and/or each
other within the virtual space. This may include monitoring,
for a given user, one or more of times at which the given user
is logged in to the virtual space, areas of the virtual space the
given user views or interacts with or in, other users the given
user interacts with, the nature and/or content of interactions
of the given user with other users, activities participated in
within the virtual space, level, powers, or skill attained in the
virtual space, inventory items obtained in the virtual space,
and/or other interactions of the given user with the virtual
space and/or other users. Some or all of the information
generated by interaction module 22 in monitoring the inter-
actions of the users may be stored to the user profiles
managed by user module 18.

At a given time, interaction module 22 may determine a
set of users that are currently engaged with the virtual space
and/or a set of users that are currently not engaged with the
virtual space. Being engaged with the virtual space may
refer to being logged in to the virtual space, performing
some action or interaction within the virtual space within
some period of time (e.g., the last 2 minutes), and/or other
taking some other action indicating ongoing and contempo-
raneous engagement with the virtual space.

The interaction module 22 may be configured to deter-
mine, for individual users, an activity metric that indicates
an activity level within the virtual space. The activity metric
may be determined based on one or more of log in fre-
quency, amount of time logged in to the virtual space within
a rolling time period (e.g., over the last day, week, month, or
other rolling time period), average amount of time logged in
to the virtual space over some length of time (e.g., per day,
per week, and/or other length of time), average log in session
time over a rolling time period, number of inter-user com-
munications over a length of time, number of inter-user
communications per log in, number of relationships with
other users in the virtual space, number of new relationships
with other users in the virtual space within a rolling time
period, amount of real world money spent in the virtual
space, and/or other activity parameters.

The relationship module 24 may be configured to estab-
lish relationships between users within the virtual space.
Such relationships may include one or more of friendships,
guilds (with guild-mates), alliances, connections, followers,
and/or other relationships. The relationship module 24 may
establish relationships based on relationship requests and
acceptances received from users. Establishment of a rela-
tionship may be initiated by a single communication (e.g., a
request) initiated by a given user requesting a relationship
between the given user and one or more other users. Estab-
lishment of a relationship may require a first communication
from the given user to be approved by the one or more other
users. Relationships may include one or more types of
relationships that have a functional purpose or impact within
the virtual space, and/or one or more types of relationships
of a social construct within the virtual space that does not
have a functional result.

Network module 26 of the game server 12 may be
configured to maintain a connection to the one or more client
computing platforms 14. For example, the network module
26 may maintain one or more communication lines or ports
to enable connection and/or exchange of information with a
network 40 and/or other computing platforms 14. Informa-
tion such as state information, game state and game logic
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may be communicated via network module 26. The network
module may be configured to receive information from the
client computing platform 14 as well.

User selection module 28 may be configured to form at
least a first segment of users and a second segment of users
from the one or more users based on a spend frequency of
the one or more users. As mentioned above, a spend fre-
quency may comprise an amount of purchases made by a
user in a predetermined time period. In some implementa-
tions, a spend frequency may comprise one or more pur-
chase type frequencies. A purchase type frequency may
comprise an amount of purchases of a specific type made by
a user in a predetermined time period. Type of purchases
made by the user in the online game may comprise pur-
chases of virtual items made with virtual currency, purchases
of real goods made with virtual currency, purchases of
virtual items made with real currency, purchases of real
goods made with real currency, a combination thereof,
and/or other types of purchases.

Spend frequency may be calculated as a sum of all of the
purchase type frequencies, as a sum of weighted purchase
type frequencies, as a sum of one or more of the purchase
type frequencies, and/or in other ways. In some implemen-
tations, the way in which a spend frequency is calculated
may be set by the system, may be set by a system admin-
istrator and/or other user, and/or may be set in other ways.
In some implementations, the way in which spend frequency
is calculated may depend upon inputs received from a
system administrator and/or other user of the online game.
For example, one or more inputs may identify whether spend
frequency is calculated as a sum of all purchase type
frequencies, whether purchase type frequencies are
weighted in calculation, whether one or more purchase type
frequencies are not considered when calculating spend fre-
quency, and/or other ways in which spend frequency may be
calculated. User input may also provide weights to be used
when determining spend frequency and/or other data values
related to calculating spend frequency.

The user selection module 28 may segment one or more
users of the online game into a plurality of segments based
on a spend frequency of the one or more users. For example,
the user selection module 28 may segment the one or more
users into at least a first segment of users and a second
segment of users based on whether a spend frequency of an
individual user exceeds a threshold.

In some implementations, the user selection module 28
may use one or more types of thresholds to segment the one
or more users. For example, the threshold may be a per-
centage such that each of the users of the first segment of
users has a spend frequency greater than that percentage
when compared with the one or more users of the online
game. In another example, the threshold may be a number
that represents the number of segments to be determined by
the user selection module 28, such that the one or more users
are grouped into the number of segments, where an equal
number of users are placed in each segment based on
increasing (or decreasing) respective value of spend fre-
quency. Other types of threshold may be used as well; the
types of thresholds used are not limited to the examples
described herein.

For example, the user selection module 28 may use the
threshold to segment the one or more users into a first
segment of users with a spend frequency that is above
average, greater than 90% of the one or more users of the
online game, greater than 75% of the one or more users of
the online game, and/or greater than another percentage of
the one or more users of the online game. The user selection



US 9,460,443 B1

7

module 28 may use the threshold to segment the one or more
users into quartiles, quintiles, and/or other segments with
spend frequency values falling into equally spaced apart
groups.

The type of threshold used may be a default type, may be
received as an input from a system administrator and/or
other user of the online game, and/or may be determined in
another way. A value for the threshold may be a default
value, may be received as an input from a system adminis-
trator and/or other user of the online game, may be deter-
mined by the online game based on a comparison of spend
frequency across the one or more users of the game, and/or
may be determined in other ways. The predetermined time
period during which spend frequency is determined may be
a default time period, may be received as an input from a
system administrator and/or other user of the online game,
may be determined by the online game based on a compari-
son of spend frequency during varying time periods and/or
across the one or more users of the game, and/or may be
determined in other ways.

In some implementations, the user selection module 28
may determine one or more segments of users from the one
or more users based on a spend frequency of the one or more
users and based on a spend velocity of the one or more users.
A spend velocity may comprise an amount of money spent
by a user in a predetermined time period. In some imple-
mentations, a spend velocity may comprise one or more
velocity types. A velocity type may comprise an amount of
money of a specific type spent by a user in a predetermined
time period. Types of money spent by the user may com-
prise, for example, virtual currency, real currency, points
associated with the user, and/or other types of money.

Spend velocity may be calculated as a sum of all of the
velocity types, as a sum of weighted velocity types, as a sum
of one or more of the velocity types, and/or in other ways.
In some implementations, the way in which a spend velocity
is calculated may be set by the system, may be set by a
system administrator and/or other user, and/or may be set in
other ways. In some implementations, the way in which
spend velocity is calculated may depend upon inputs
received from a system administrator and/or other user of
the online game. For example, one or more inputs may
identify whether spend velocity is calculated as a sum of all
velocity types, whether velocity types are weighted in cal-
culation, whether one or more velocity types are not con-
sidered when calculating spend velocity, and/or other ways
in which spend velocity may be calculated. User input may
also provide weights to be used when determining spend
velocity and/or other data values related to calculating spend
velocity.

In some implementations, the user selection module 28
may determine one or more segments of users based on a
threshold associated with spend frequency and a velocity
threshold associated with spend velocity. The types of
velocity thresholds used to segment users based on spend
velocity may be the same or similar as the types of thresh-
olds used to segment users based on spend frequency. The
ways in which the user selection module 28 may determine
one or more segments of users based on spend frequency and
spend velocity may be the same or similar as the ways in
which the user selection module 28 determines one or more
segments of users based on spend frequency. In some
implementations, the user selection module 28 may deter-
mine one or more segments of users based on spend fre-
quency, and may then determine one or more sub-segments
of a segment based on spend velocity. In some implemen-
tations, the user selection module 28 may determine one or
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more segments of users based on spend velocity and may
determine one or more sub-segments of a segment based on
spend frequency. In some implementations, the user selec-
tion module 28 may determine one or more segments of
users based on a combination of spend frequency and spend
velocity.

In some implementations, the user selection module 28
can determine one or more segments of users from a cohort
of the one or more users. The user selection module 28 may
determine one or more segments of users from a cohort in a
manner the same or similar to determining one or more
segments of users from the one or more users of the online
game.

In some implementations, the user selection module 28
may be configured to form a plurality of cohorts of users
based on input received from a system administrator and/or
other user of the online game. The input received may
comprise a system variable. The user selection module 28
may be configured to form a plurality of cohorts of users
from the one or more users of the online game based on the
values relating to the system variable. A first cohort of users
may comprise one or more users that share a first value
relating to the system variable. A second cohort of users may
comprise one or more users that share a second value
relating to the system variable, where the second value may
be different from the first value.

In some implementations, the first cohort of users may
include some portion of the overall users having values of
the system variable that correspond to each other. This may
include values that are the same, values that are equal, values
that fall within a specified range, values that are at least as
adjacent as a threshold of some adjacency metric, and/or
other values that correspond to each other. In some imple-
mentations, the user selection module 28 may form a cohort
based on more than one system variable. In some examples,
the user selection module 28 may be configured to identify
cohorts of users that have shared an event during a time
span. For example, a cohort of users may have created an
account on a same day or during a same time span, may have
engaged in a same or similar quest in the online game during
a same time span, log in to the online game at a same time
or during a same time span, make a purchase of a same or
similar item at a same time or during a same time span, form
a same or similar type of relationship at a same time or
during a same time span, and/or share other events in
common.

In some implementations, the user selection module 28
may be configured to predict a lifetime revenue associated
with a user based on a spend frequency of the user. The user
selection module 28 may determine spend frequency of the
user over a plurality of predetermined time periods. The user
selection module 28 may determine whether a trend exists
regarding spend frequency of the user over the plurality of
predetermined time periods. Based on the spend frequency
of the user over the plurality of predetermined time periods,
the user selection module 28 may predict a lifetime revenue
of the user. In some implementations, the user selection
module 28 may use predicted lifetime revenue of a user as
a threshold by which to determine one or more segments of
users. In some implementations, the user selection module
28 may determine whether a user is part of a segment of
users after the user has been part of the game for at least an
initial time period.

A spend frequency of a user may be determined from a
purchase history of a user profile, from a history of trans-
actions facilitated by the online game, and/or from other
methods. In some implementations, an amount of a type of
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purchase of a spend frequency of a user may be updated. For
example, a system administrator may update a spend fre-
quency of a user. In another example, spend frequency of a
user may be dynamically updated when the user makes a
purchase, returns a purchase, and/or otherwise affects spend
frequency.

A spend velocity of a user may be determined from a
purchase history of a user profile, from a history of trans-
actions facilitated by the online game, and/or from other
methods. In some implementations, a spend velocity of a
user may be updated. For example, a system administrator
may update a spend velocity of a user. In another example,
spend velocity of a user may be dynamically updated when
the user makes a purchase, returns a purchase, and/or
otherwise affects spend velocity.

Customer service module 30 may be configured to pro-
vide one or more types of customer services to a respective
one or more segments of users. In some implementations,
the customer service module may be configured to provide
a first customer service to the first segment of users and
provide a second customer service different from the first
customer service to the second segment of users. Customer
service may comprise one or more of: provision of an offer,
instantiation of a buff, provision of bonus levels, making one
or more types of goods available for purchase, making one
or more goods available for purchase, providing access to
one or more locations in the virtual space, and/or other types
of customer service. For example, customer service module
30 may provide a first offer to the first segment of users and
a second offer different from the first offer to the second
segment of users. In another example, the customer service
module 30 may provide a virtual item for sale at a first price
to the first segment of users and at a second price to the
second segment of users. In yet another example, the cus-
tomer service module 30 may provide access to a location in
the online game to the first segment of users, but may not
provide access to that location to the second segment of
users.

In some implementations, the customer service module 30
may conduct A/B testing across the one or more segments of
users. For example, the customer service module 30 may
conduct A/B testing of different products at different prices
across the one or more segments of users.

The game server 12, client computing platforms 14,
and/or external resources may be operatively linked via one
or more electronic communication links. For example, such
electronic communication links may be established, at least
in part, via a network such as the Internet and/or other
networks. It will be appreciated that this is not intended to
be limiting, and that the scope of this disclosure includes
implementations in which game servers 12, client comput-
ing platforms 14, and/or external resources may be opera-
tively linked via some other communication media.

Game server 12 may include electronic storage 32, one or
more processors 16, and/or other components. Game server
12 may include communication lines, or ports to enable the
exchange of information with a network 46 and/or other
computing platforms 14. Illustration of game server 12 in
FIG. 1 is not intended to be limiting. Game server 12 may
include a plurality of hardware, software, and/or firmware
components operating together to provide the functionality
attributed herein to game server 12. For example, game
server 12 may be implemented by a cloud of computing
platforms operating together as game server 12.

Electronic storage 32 may comprise non-transitory stor-
age media that electronically stores information. The elec-
tronic storage media of electronic storage 32 may include
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one or both of system storage that is provided integrally (i.e.,
substantially non-removable) with game server 12 and/or
removable storage that is removably connectable to game
server 12 via, for example, a port (e.g., a USB port, a firewire
port, etc.) or a drive (e.g., a disk drive, etc.). Electronic
storage 32 may include one or more of optically readable
storage media (e.g., optical disks, etc.), magnetically read-
able storage media (e.g., magnetic tape, magnetic hard drive,
floppy drive, etc.), electrical charge-based storage media
(e.g., EEPROM, RAM, etc.), solid-state storage media (e.g.,
flash drive, etc.), and/or other electronically readable storage
media. Electronic storage 32 may include one or more
virtual storage resources (e.g., cloud storage, a virtual pri-
vate network, and/or other virtual storage resources). Elec-
tronic storage 32 may store software algorithms, information
determined by processor 16, information received from
game server 12, information received from client computing
platforms 14, and/or other information that enables game
server 12 to function as described herein.

Processor(s) 16 is configured to provide information
processing capabilities in game server 12. As such, proces-
sor 16 may include one or more of a digital processor, an
analog processor, a digital circuit designed to process infor-
mation, an analog circuit designed to process information, a
state machine, and/or other mechanisms for electronically
processing information. Although processor 16 is shown in
FIG. 1 as a single entity, this is for illustrative purposes only.
In some implementations, processor 16 may include a plu-
rality of processing units. These processing units may be
physically located within the same device, or processor 16
may represent processing functionality of a plurality of
devices operating in coordination. The processor 16 may be
configured to execute modules 18, 20, 22, 24, 26, 28, and 30.
Processor 16 may be configured to execute modules 18, 20,
22, 24, 26, 28, and 30 by software; hardware; firmware;
some combination of software, hardware, and/or firmware;
and/or other mechanisms for configuring processing capa-
bilities on processor 16. As used herein, the term “module”
may refer to any component or set of components that
perform the functionality attributed to the module. This may
include one or more physical processors during execution of
processor readable instructions, the processor readable
instructions, circuitry, hardware, storage media, or any other
components.

It should be appreciated that although modules 18, 20, 22,
24, 26, 28, and 30 are illustrated in FIG. 1 as being
implemented within a single processing unit, in implemen-
tations in which processor includes multiple processing
units, one or more of modules 18, 20, 22, 24, 26, 28, and 30
may be implemented remotely from the other modules. The
description of the functionality provided by the different
modules 18, 20, 22, 24, 26, 28, and 30 28 described below
is for illustrative purposes, and is not intended to be limiting,
as any of modules 18, 20, 22, 24, 26, 28, and 30 may provide
more or less functionality than is described. For example,
one or more of modules 18, 20, 22, 24, 26, 28, and 30 may
be eliminated, and some or all of its functionality may be
provided by other ones of modules 18, 20, 22, 24, 26, 28, and
30. As another example, processor 16 may be configured to
execute one or more additional modules that may perform
some or all of the functionality attributed below to one of
modules 18, 20, 22, 24, 26, 28, and 30.

A given client computing platform 14 may include one or
more processors configured to execute computer program
modules. The computer program modules may be config-
ured to enable an expert or user associated with the given
client computing platform 14 to interface with system 10,
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game server 12, and/or external resources, and/or provide
other functionality attributed herein to client computing
platforms 14. By way of non-limiting example, the given
client computing platform 14 may include one or more of a
desktop computer, a laptop computer, a handheld computer,
a tablet computing platform, a NetBook, a Smartphone, a
gaming console, and/or other computing platforms.

FIG. 2 illustrates a method 50 of providing a customized
user experience based on a spend frequency of a user in an
online game. The operations of method 50 presented below
are intended to be illustrative. In some embodiments,
method 50 may be accomplished with one or more addi-
tional operations not described, and/or without one or more
of the operations discussed. Additionally, the order in which
the operations of method 50 are illustrated in FIG. 2 and
described below is not intended to be limiting.

In some embodiments, method 50 may be implemented in
one or more processing devices (e.g., a digital processor, an
analog processor, a digital circuit designed to process infor-
mation, an analog circuit designed to process information, a
state machine, and/or other mechanisms for electronically
processing information). The one or more processing
devices may include one or more devices executing some or
all of the operations of method 50 in response to instructions
stored electronically on an electronic storage medium. The
one or more processing devices may include one or more
devices configured through hardware, firmware, and/or soft-
ware to be specifically designed for execution of one or more
of the operations of method 50.

At an operation 52, an instance of a virtual space may be
executed. In some implementations, operation 52 may be
performed by a space module the same as or similar to space
module 20 (shown in FIG. 1 and described above).

At an operation 54, the executed instance of the virtual
space may be implemented to determine view information.
The view information may define views to be presented to
users via client computing platforms. In some implementa-
tions, operation 54 may be performed by a space module the
same as or similar to space module 20 (shown in FIG. 1 and
described above).

At an operation 56, a first segment of users and a second
segment of users from the one or more users of the online
game may be formed based on a spend frequency of the one
or more users. In some implementations, operation 56 may
be performed by a user selection module the same as or
similar to user selection module 28 (shown in FIG. 1 and
described above).

At an operation 58, a first customer service may be
provided to the first segment of users. In some implemen-
tations, operation 58 may be performed by a customer
service module the same as or similar to customer service
module 30 (shown in FIG. 1 and described above).

At an operation 60, a second customer service may be
provided to the second segment of users. In some imple-
mentations, operation 60 may be performed by a customer
service module the same as or similar to customer service
module 30 (shown in FIG. 1 and described above).

Although the present technology has been described in
detail for the purpose of illustration based on what is
currently considered to be the most practical and preferred
implementations, it is to be understood that such detail is
solely for that purpose and that the technology is not limited
to the disclosed implementations, but, on the contrary, is
intended to cover modifications and equivalent arrange-
ments that are within the spirit and scope of the appended
claims. For example, it is to be understood that the present
technology contemplates that, to the extent possible, one or
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more features of any implementation can be combined with
one or more features of any other implementation.

What is claimed is:
1. A computer-implemented method of providing a cus-
tomized user experience based on a spend frequency of a
user in an online game, the method being implemented in a
computer system comprising one or more physical proces-
sors, the method comprising:
executing, by the one or more processors, an instance of
an online game that takes place within a virtual space;

implementing, by the one or more processors, the instance
of the online game in the virtual space to facilitate
participation by the one or more users in the online
game by determining view information from the
instance and transmitting the view information to one
or more client computing platforms associated with the
one or more users that facilitate presentation of views
of the online game to the one or more users by the one
or more client computing platforms;

implementing, by the one or more processors, in-game

actions in the expression of the online game in response
to action requests for the in-game actions from the one
or more users entered and/or selected by users through
the one or more client computing platforms associated
with the one or more users, wherein the in-game actions
control one or more in-game objects in the online
game;

providing, by the one or more processors, offers to the one

or more users of the online game for the purchase of
virtual items usable by the one or more users in the
online game, wherein the use of the virtual items
included in the offers is optional;

forming, by the one or more processors, at least a first

segment of users and a second segment of users from
the one or more users based on a spend frequency of the
one or more users on the offers for the purchase of
virtual items, a spend frequency representing an
amount of transactions, comprising purchases of virtual
items, made by a user in a predetermined time period;
and

providing, by the one or more processors, a first customer

service to the first segment of users and a second
customer service different from the first customer ser-
vice to the second segment of users.

2. The method of claim 1, wherein customer services
comprise one or more of: provision of an offer, instantiation
of a buff, provision of bonus levels, types of goods available
for purchase, or access to one or more locations in the virtual
space.

3. The method of claim 1, wherein the first customer
service comprises provision of a first offer and the second
customer service comprises provision of a second offer
different from the first offer.

4. The method of claim 1, wherein the first customer
service comprises providing a virtual item for sale to the first
segment of users at a first price and the second customer
service comprises providing the virtual item for sale to the
second segment of users at a second price different from the
first price.

5. The method of claim 1, wherein the first segment of
users comprises one or more users with a spend frequency
above a predetermined threshold.

6. The method of claim 1, wherein providing the first
customer service to the first segment of users comprises:

providing the first customer service to one or more

cohorts associated with the first segment of users.
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7. The method of claim 1, wherein forming at least the
first segment of users and the second segment of users from
the one or more users comprises:

forming at least the first segment of users and the second

segment of users based on the spend frequency of the
one or more users and based on a spend velocity of the
one or more users, the spend velocity comprising an
amount of money spent by a user in the predetermined
time period.

8. The method of claim 1, further comprising:

predicting a lifetime revenue of a user of the one or more

users based on a spend frequency of the user.

9. The method of claim 1, further comprising:

receiving first feature input regarding a selection of a first

feature by which to compare the first segment of users
and the second segment of users;
receiving second feature input regarding a selection of a
second feature by which to compare the first segment of
users and the second segment of users; and

displaying a comparison of the first segment of users and
the second segment over users based on the first feature
and the second feature.

10. A system configured to facilitate providing a custom-
ized user experience based on a spend frequency of a user in
an online game, the system comprising:

one or more processors configured by machine-readable

instructions to execute an instance of an online game in
the virtual space, and to implement the instance of the
online game in the virtual space to facilitate participa-
tion by the one or more users in the online game by
determining view information from the instance and
transmitting the view information to one or more client
computing platforms associated with the one or more
users that facilitate presentation of views of the online
game to the one or more users by the one or more client
computing platforms;

implement in-game actions in the expression of the online

game in response to action requests for the in-game
actions from the one or more users entered and/or
selected by users through the one or more client com-
puting platforms associated with the one or more users,
wherein the in-game actions control one or more in-
game objects in the online game;

provide offers to the one or more users of the online game

for the purchase of virtual items usable by the one or
more users in the online game, wherein the use of the
virtual items included in the offers is optional;

form at least a first segment of users and a second segment

of users from the one or more users based on a spend
frequency of the one or more users on the offers for the
purchase of virtual items, a spend frequency represent-
ing an amount of transactions, comprising purchases of
virtual items, made by a user in a predetermined time
period; and

provide a first customer service to the first segment of

users; and provide a second customer service different
from the first customer service to the second segment of
users.

11. The system of claim 10, wherein customer services
comprise one or more of: provision of an offer, instantiation
of'a buff, provision of bonus levels, types of goods available
for purchase, or access to one or more locations in the virtual
space.

12. The system of claim 10, wherein the one or more
processors are further configured by machine-readable
instructions to:
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provide the first customer service to the first segment of
users by providing a first offer to the first segment of
users; and

provide the second customer service to the second seg-
ment of users by providing a second offer different from
the first offer.

13. The system of claim 10, wherein the one or more

processors are further configured by machine-readable
instructions to:

provide the first customer service to the first segment of
users by providing a virtual item for sale to the first
segment of users at a first price; and

provide the second customer service to the second seg-
ment of users by providing the virtual item for sale to
the second segment of users at a second price different
from the first price.

14. The system of claim 10, wherein the one or more

processors are further configured by machine-readable
instructions to: form the first segment of users based on
a spend frequency of the one or more users, wherein the
spend frequency of the one or more users of the first
segment is above a predetermined threshold.

15. The system of claim 10, wherein the one or more

processors are further configured by machine-readable
instructions to:

provide the first customer service to the first segment of
users by providing the first customer service to one or
more cohorts associated with the first segment of users.
16. The system of claim 10, wherein the one or more

processors are further configured by machine-readable
instructions to: form at least the first segment of users and
the second segment of users based on the spend frequency
of'the one or more users and based on a spend velocity of the
one or more users, the spend velocity comprising an amount
of money spent by a user in the predetermined time period.

17. The system of claim 10, wherein the one or more

processors are further

configured by machine-readable instructions to predict a
lifetime revenue of a user of the one or more users
based on a spend frequency of the user.

18. The system of claim 10, wherein the one or more

processors are further configured by machine-readable
instructions to:

receive first feature input regarding a selection of a first
feature by which to compare the first segment of users
and the second segment of users;

receive second feature input regarding a selection of a
second feature by which to compare the first segment of
users and the second segment of users; and

display a comparison of the first segment of users and the
second segment over users based on the first feature
and the second feature.

19. A non-transitory electronic storage media storing

information related to providing a customized user experi-
ence based on a spend frequency of a user in an online game,
the stored information comprising:

a memory configured to store information related to the
one or more users of an online game; and

instructions configured to cause a client computing plat-
form to: execute an instance of an online game in the
virtual space;

implement the instance of the online game in the virtual
space to facilitate participation by the one or more users
in the online game by determining view information
from the instance and transmitting the view information
to one or more client computing platforms associated
with the one or more users that facilitate presentation of
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views of the online game to the one or more users by
the one or more client computing platforms;

implement in-game actions in the expression of the online
game in response to action requests for the in-game
actions from the one or more users entered and/or 5
selected by users through the one or more client com-
puting platforms associated with the one or more users,
wherein the in-game actions control one or more in-
game objects in the online game;

provide offers to the one or more users of the online game 10
for the purchase of virtual items usable by the one or
more users in the online game, wherein the use of the
virtual items included in the offers is optional;

form at least a first segment of users and a second segment
of users from the one or more users based on a spend 15
frequency of the one or more users on the offers for the
purchase of virtual items, a spend frequency represent-
ing an amount of transactions, comprising purchases of
virtual items, made by a user in a predetermined time
period; and 20

provide a first customer service to the first segment of
users and a second customer service different from the
first customer service to the second segment of users.
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